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CHARGEN: K'ZIN 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 


K'Zin Warrior/ Citizen/Telepath 


Nomen 

Privateer/ Continental Branch 

Assign 
Personal 
Details 
and Notes 


nmm —- 
FOCUS pC PERSEVERANCE d 
found down 
round down ound down round down 


Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 


K'Zin Warrior A 


Nomen 


Privateer/ Continental Branch 


Searchers/ Global 
Patrol/Intra-solar 
Secunty/Near VVortd 
Base/ Station 
LENGTH 


Assign 
ACTIVE 
DUTY 


Achievements 


00 LOLOvVC 


NUNC BENE 
FOOLIES PERCEPTION Ee PERSEVERANCE 
(CHA+COOL)/2 (INT+LUC)/2 (INT+COOL)/2 [END*LUC]/2 (INT+LUC)/2 


Administration...... — — Demolitions ........ Meteorology ........ —— ST Wpns Tech. 
Anthrop.  ——..— —— Disguise............. — Negot/Diplomacy.——— Stealth/Hide ...... — 
i. Ecology... — —. ÜOceanography...... —— Streetwise ......... — 
Appraisal . .. Electronics ,........ — —— Pers Wpn Tech....____ Survival TEEEM 
. . Enviosuit Op........ —— Philosophy SS 
Archaeo _____ Forgery.............. EE „—— Torture PST 2 
LL Gaming.............. ZEND. 7 nmm —— Track/Evade ...... EN 
Art . ... Gambling............ .  .. Psych —— Trade & Comm.... — 
a Geology. —— — ç o Trivia — 
Astron/Astrophys. ^X History ——3 OOPOUle ice ie IL 
BIGIOGY ise S . Shuttle Pilot ........ — —— Variable-G Op...... — 
Botany cesses . Instruction ,........ —.—. Shuttle Sys Tech... Vehicle Op TEM 
Bribery.. isse: ______Interrogation....... —__ Sm Equip Tech... — ——— e 
Burglary .............. Intimidate........... —— Sm Unit Tactics....——— Warp Drive Tech .——— 
CarousSing.. sois . .. KZinti History... ^. Sports 1... .. Zoology. ............. E 
Chemistry............ — — KZinti Law ......... EL e 
Combat H-T-H. Lang. Galacta .—— ST Cbt Tagtr...... —— = 
Marks, Modern...  . SOT Comm Proc.....——— p— 
Armed. Law _ Federation, | ST Comm Tech..... E 
Archaic. .. | 1, . STEngineering.....—— — 
Computer Op........ — Leadership ......... . o ST Helm... S LLL 
Computer Tech ..... — — Life Support Tech, ST Navigation....... RÀ 
Culture .— Materials Science.. ST Security.......... HEN MEE 
____ Mechanics.......... .— 2-9] Sensors.. NE T 
Damage Ctrl Proc.. Medicine... ST Services......... a —— 


Def Shield Tech.....—— ,. .. ST Weapons Op....—— 


K'Zin Gharacter Generation 


K'ZiN CHARACTER 


GENERATION 


Roll 8d10+40 for each of STR, END, INT, DEX, CHA and COOL. 
For LUC and PSI, roll straight percentiles (d96) 


below. 


Apply the appropriate Modifiers found 


Note: No Attribute may modify below 01. 


Modifiers STR END INT DEX 
Warrior +30 +40 -25 +20 
Citizen - S5 A5 -25 +10 
Telepath * -10 - -25 - 

Female* * -20 -10 1d102 - 

Maximums STR END INT DEX 
Warrior 129 139 74 119 
Citizen qqa qea 74 108 
Telepath * 89 99 74 99 
Female* * 78) (SS 05 SS 


CONDITIONAL BONUS POINTS 

Holl d%/e rd 

1. No more than 3Opts to one Attribute 
2. No Att. may rise above Species Max. 
3. PSI may not be modified. 


CHA COOL LUC PSI 
25 10 d%/2 d%/2 
25 20 d%/2 d%/2 
40 30 60  - 
1192-40 60 1102 
CHA COOL LUC PSI 
74 89 50 50 
74 79 50 50 
59 69 40 100 
05 59 40 05 


*Recommend Telepaths reserved 
to NPC status. If you want to dig 
into Psionics with your player, feel 
free. Highly advise against! 


**Females are reserved to NPC status, 

presented here for statistical purposes. 

(Blame the K’Zin. There are bad people 
out there and K’Zin are them.) 


K’ZIN PHYSIOLOGY AND MEDICAL NOTES 
K’Zin are noted for fending off pain. Referring to Book 2, Piece of the Action, 


p21 “Numbers to Watch”, the following 


replaces those notes for K’Zin only. 


K’Zin save at lower thresholds and save against higher dice. 


K’Zin UNC Threshold Levels are: 


(1/2 END) - (1/10 END rd) = (First UNC Save) 

ex. END 70 is 35-7 = 28 is ‘new’ Half END Threshold 
(1/4 END) - (1/10 END rd] = (Second UNC Save) 

ex. END 84 is 21-8 = 13 is ‘new’ Quarter END Threshold 


Autowash: K’Zin do not know the meaning! 


(1/10 END) - (1/10 END rd] = (Third UNC Save) 


ex. END 112 is 11 


- 11 = (zero) <01 is ‘new’ Autowash threshold. 


Further, the actual saving roll dice are at the given END p/us END 1/10 rd. 
ex. 1st Save Roll under: END 70 is 70 + 7 = 77 on the dice instead of 70, roll at 28. 
ex. 2nd Save Roll under: END 84 is 21 + 8 = 29 on the dice instead of 21, roll at 13. 
ex. 3rd Save Roll under: END 112 is 11 + 11 = 22 on the dice instead of 11, roll at (zero) 


At END 1/10 where most all other be- 
ings automatically go unconscious, K'Zin 
get a saving roll as above. K'Zin whose 
END goes <01 remain standing until 
the roll is failed, whereupon they 
instantly die. This is but one reason 
why K'Zin are so fearsome in combat! 


and every successive Combat. Turn. 


The inner fury and rage that keeps 
K'Zin standing that long also burns 
them out the moment they fall. If below 
END OO, on collapse the K'Zin takes 
additional ((1/80 END rd) d10) Wound 
Damage. Thus, the old soldier's wisdom 
"Killing a K'Zin will only make it angrier!" 


Regarding Action Points: Aging Critical Age: 25 


(DEX/ 10 (ru/rd)) +4 Age O-5 The Weening 
GM may allow K'Zin DEX to round up Age 6-10 The Pride 
or down to nearest 10, per Caitians, Age 11+ | The Duty 


Book 1: Lifeform Readings. 
Note: K'ZiN INT-BASED SKILLS ARE CAPPED AT 74! 


CH 2: Schooling Age 0-5 
Here the kittens are separated from the cubs. 
Split 1/10 INT d10 rd on each set of tables. 


CLOUT 


Clout is relative to age and position. 
Leaders view the clout of other 
Warriors as half their own, who 
view Citizens Clout as half theirs 


PERSONAL or EDUCATIONAL MARTIAL who view Telepaths as half again. 
Art (s] Electronics Cbt, H-T-H Conversely, the Clout of a Leader to 
Carousing Mechanics Cbt, Modern a Citizen is invaluable! Clout helps 
Gaming Sm Eq Tech Cbt Ar, Stun Stick | keep Telepaths enslaved as they view 
Sports (s] Lang, Galacta Sm Unit Tactics all except non-K’Zin as superiors. 

Surviv (s) Science (s) Intimidate Clout spreads quickly! A Leader 


Veh Op (s) Trade&Comm Track/Evade 
Trivia (s) Variable-G Op Stealth/ Hide 


Or select another relevant skill with the GM. 


who loses major clout before the 
Citizens is finished! 


Clout is envisaged as a 1 - 10 scale 
with points earned for deeds done 
or fame achieved. Points can be 
lost to dishonor. 


K'Zin are now separated into the three classes. 
Warrior, continue below 
Telepath, goto next page 
Citizen, goto page 7 


CH 3: The Pride, Warrior Academy: Age 6-10 


Academy Skill set 
EnvioSuit 10 LifeSptTech 10 SmEqTech 10 


D.C. Proc 10 Law, Fed 10 


Choose your Warrior Specialty 
FLYER / GUNNER / Doctor / TECHNICIAN / ENGINEER / SECURITY / LEADER* 


LEADER FLYER * Leader min (STR+END=220) 
Cbt, H-T-H 20 Astron/Astro 20 

Mod 10 DmgCtriProc 10 ENGINEER Doctor SECURITY 
Interrog 10 Shuttle Pilot 25 DefShTech 10 Admin 10 Admin 10 
Leadership 15 ST Helm 15 Elec or Mech 10 Biology 10 CBT,StunStk 15 
SmUnitTac 15 ST Nav 20 LifeSptTech 10 Botany 10 FedLaw eo 
ST Sec 10 ST GbtT/S 10 Physics 10 Comp Op 10 K’Zin law 25 
Stealth/ Hide10 Shtoysnechie1O)] Lieisptiech 10 M emUnikirec 10 
Track/Evade 10 STCmmTech 10 Med, K’Zin 285 ST Security 15 
TECHNICIAN GUNNER STENG Td EMEZAN 
hired — SIWpnTech 10 Zoology 10 
CompOp 10) Astron/Astro 15 -OPs 


DC Proc 10 DmgCtriProc 15 SmEqTech 10 |On Completion, Add 1/10 INT ru 
Elec or Mech10 STCbtT/S 15 Warp D Tech 15 |Branch skills plus 1/20 INT rd 
LifeSptTech 15 ST Helm 20 to Any skill choices, new/old. 


Se] SUI ESEG 118) Next, proceed to The Gauntlet. 
STCommOp 25 STWpnQp 25 


UOIZFEUBUDS) J939B8JBU) UIZ. 


c 


n Character Generatio 


N 


Telepaths have no official learning, but gain 75pts total to spend on any skill(s) 
over the same years as Warriors and Citizens spend in their training. No bonus rolls. 


Telepaths are also forbidden certain skills and would be killed if found learning them or 
exhibiting their use such as but not limited to; Admin, Leadership, Carousing, 
Negot/ Diplo, Psych K'Zin, advanced combat skills and any other 'informative' skills that 
would enforce self-determination, reliance or ego. Telepaths may have learned some 
combat as kittens, but should not display any 'advanced' training. 


Referring to Book 2: Piece of the Action, K’Zin are Level II Telepaths able to perform 
any of the psionic powers listed in Class | and Il at the appropriate point costs. Mutant 
Telepaths such as those with Psionica Automata are killed as early as possible. Only 
Psionica Sentiens are allowed to survive past their youth. Similarly, any Telepaths of 
Level Ill or greater power are also destroyed upon their discovery. 


Telepaths now roll The Gauntlet and Duty Terms below, per the Warriors. 


The Gauntlet tt is here that the cubs are separated from the cats. 


At the end of the year, all the low performers are rended apart by the pack in deep 
ritual. You're reading this, so clearly you Ran the Gauntlet. 


Roll d% and mark your sheet Apply these Modifiers 

Privateer « 10 STR+END=200+ -10 
Searchers 11-25 INT 60+ -05 
Police Patrol 26 - 50 LUC 40+ -05 


Civil Security 51-75 
BASE EISE On completion, add 5d10 to any skills 


Active Service Definitions 


Privateer 

From simple raiding and piracy to the most top-secret of tasks known only to the 
Highest of K'Zin and ship's Captain. Privateers operate on the Highest's direct or- 
ders, have had their paper work lost and must commandeer a vessel. 


Searcher 
The exploratory arm of the K’Zinti space program. Searchers map new worlds for 
peaceful expansion. 


Police Patrol 
Law enforcement and interdiction, bringing space criminals to justice. 


Civil Security 

The Security Personnel aboard civilian trading and passenger ships. CivilSec has no 
control over the ship itself, only internal security matters and defense against hijackers 
and other malcontents. 


Base Stations 

These are the hubs and nodes where the various ships collect for trade, repairs, 
transfers and other services. From planetside base to deep space and way stations. 
Jails for the Police Patrol, repair yards, recreation facilities, various Embassies 
and everything needed for the K'Zin on the go. 


CH 4: The Heroic Charge Age 11+ Active Duty Terms 
. Roll 1d10 for the number of terms 


Modify that result with the following: Fell dé for Assignment per Term 
ie) . 


Achievements Clout 
Privateer atleastonce —— — — 41 ——  LhWateer <10 
: Searcher 11-25 
Privateer, Current Term +2 i 
Police Patrol 26-50 
Base, Current Term -1 a 
Civil Security 91 «75 
CivlSec, Current Term -2 i 
. , Base Station 76 
Captain (Leader-in-charge) 3 
(STR+END) = 200+ ail Roll Term Length 
[STR+END) = 225+ +3 1d10 with rolls equaling: 
Term served, 54 +9 1-3 = 1yr, 4-6 = 2yrs, 7-9 = 3yrs, O = 4yrs. 
or Final Skill Rolls and Bonuses 
Years served, 20+ +3 INT 50+ 4 
In the past year @ GM's Discretion... LUC 35+ 1 
Bested a Superior foe +2 Clout 5+ l 1 
Bested by Superior foe +1 Per 2yrs Active Duty 1 
Bested by Inferior 4 Per Term, emvareel: 1 
Bested by Herbivore -3 Captain (Leader role) e 
Bested by Female 15 Per Term, Base 1 roll on 
N.B. Bested by a non-K’Zin, Satis 
herbivorous female is -9 Clout! gambling 
t 
N.B. Sudden loss of Clout can lead to "m — 
Per Term, CivilSec 1 roll on 
imminently-fatal circumstances at 
Negot/ Diplo, 
all levels of society. Leadership beware! C 
arousing 
N.B. Negative Clout must be balanced or Psych K'Zin 
to O+1 fast or suffer for it! Per Term, Police i roll on 
Bribery, 
CH 3 & 4: Citizens KZinLaw | 
Similar to Book 1, page 52, the GM should design or Streetwise 
a curricula around the player's chosen career Per Term, Searcher 1 roll on 
path. Deduce relevant skills and rank by points, Astron/ Astro, 
30pts, 20pts, 2Opts, 10pts, 10pts, 10pts. Add ST Sensors 
5d10 career bonus + INT bonus for any skills. or Sci (s). 
There is no Advanced Curricula or other Table Mods 
Higher Education available to K'Zin Citizens Assignment Posting Newbie +0 
(or Warriors for that matter). 01-12 Local Early-career +2 
: -— 13-284 Continental Mid-career +4 
Also add "Apprentice" year skills, total 5d10 in any 2a. a7 thee! EXITIUM NEUE 


skills, Term Length and Final Skill Rolls per above. 


38-50 Intra-solar 
Term Posting is rolled on the table to the right. 


51-62 Near World, (1d10/5) ly 
Citizen Clout is GM Discretion as there are 63-75 Distant World, (1d10/3)+1ly 
so many variables. Look to Warrior Clout as 76-87 Space Station 

precedence for business and personal clout. 88-00 Academia 


Finally... What is your nomen? HT? WT? Nomen? What else? 


uoig38gJoauact) J939B8JBU) UIZ.* 


Star Trek: The Role Playing Game’ 


Jack Photon's 4.Oth Fantaversary Revision 


Pamphlet O9: CharGen: K'Zin 
Character Generation Extracts 
for easy sharing and minimal printing. 
Lifepath information, skill and attribute definitions 
along with species descriptors relevant and common 
to all player characters. 


RUMMES 


for 23rd Century G 
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